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VOYAGE TO THE 
UNDERWORLD 





PRELIMINARY 
MISSION 





CHAPTER ONE 


Thinking back on it, Luke realized that his B1 protocol 
droid Beewondeefor must have infected See-Threepio with 
her viruses before the Skrilling junk dealer even sold her to 
Luke. Threepio had begged Luke to purchase her, almost to 
the point of getting on his knees. Now Artoo was infected 
with her devotion-altering virus as well, and the two droids 
fought over Beewondeefor like a couple of suitors for a 
princess’s hand. It was downright pathetic. 

Well, at least he knew that the droids would calm down 
once they were both disinfected. 

Luke entered the Millennium Falcon’s lounge and 
found the two droids fighting again. Artoo made a crude- 
sounding series of blurps and beeps while Threepio 
shouted to be heard over the little droid’s tirade. 

“That’s simply not true,” Threepio said. “She said that 
she would let me accompany her —” 

Artoo gave a low warning moan when he saw Luke ap- 
proach. See-Threepio immediately stopped talking. In the 
sudden calm, the only sound was the Falcon’s drive, hum- 
ming softly as the ship moved through hyperspace. 

“What are you fighting about now?” Luke asked. 

“Nothing,” Threepio answered. “We’re not fighting.” 

“Oh, really?” Luke said. “It sounded like fighting.” Luke 
stood with his hands on his hips, waiting for an explana- 
tion. 

Artoo’s dome swiveled slowly until his optical lens 
pointed at See-Threepio. Threepio turned toward Artoo. 


They looked at each other for a long moment. Then, slowly, 
they turned back to Luke. Neither of them offered the 
slightest bit of information. 

“Sir,” Threepio said, as if to change the subject, “we are 
very concerned about Beewondeefor. We would like you to 
take off her restraining bolt and turn her power back on. 
It’s extremely important.” 

He gazed longingly at Beewondeefor. The copper- 
colored protocol droid sat in the corner, her power off. 
She was dangerous, the most dangerous droid Luke had 
ever met. Luke couldn’t wait to drop her off at a Rebel 
base, where Rebel programmers could study the Imperial 
viruses she carried. 

Luke didn’t like to lie, even to a droid. But he knew that 
in moments he would have to remove the Imperial viruses 
that Beewondeefor had infected them with. 

“Fine,” Luke lied, “I'll turn her back on for you. But first 
I need to have you power down — both of you. I need to do 
a maintenance check.” 

The droids looked at each other again. Then they 
looked at Luke. He feared that they would refuse to follow 
his order. He wondered if Beewondeefor had programmed 
them to act violently. 

“Power down, guys. Now!” Luke said as forcefully as he 
could, yet even he had to admit that his voice sounded 
more like he was pleading. 

“Master Luke,” Threepio said, “we do not want to 
power down.” 

“I won't take the restraining bolt off Beewondeefor un- 
til you do what I ask,” Luke insisted. 


The droids hesitated, looking longingly at Beewon- 
deefor. Then they powered down. 
Luke breathed a sigh of relief. 


Han Solo rubbed his temples. He’d just finished running 
a system check on the Millennium Falcon, and everything 
looked pretty good. In fact, everything looked excellent. 
He’d feared that Beewondeefor — Miss Wonderful — had 
infected his navigation computer, but as far as he could 
tell, the ship was fine. 

Solo left the cockpit of the Millennium Falcon, saying 
to Chewbacca, “Set a course back to Hoth, Chewie. I’m 
gonna see what’s up with Miss Wonderful.” 

“Want some help?” Princess Leia Organa asked. 

“No thanks, Princess,” Solo replied. Smiling, he added, 
“Once you and Miss Wonderful get to talking, I can never 
get a word in edgewise.” He winked at Chewbacca and 
left. 

Chewbacca chuckled low and deep. 

“I bet you think he’s funny, Fuzzball,” Leia said, turning 
a stern gaze on Chewbacca. 

Chewie tried hard not to grin. 

Leia finally smiled and gave Chewie a good-natured 
punch in the arm. 

Chewie chuckled as he punched in the coordinates for 
Hoth. 


After spending hours combing through Beewondeefor’s 
circuitry, Solo sat back with a frustrated growl. “I can’t fig- 
ure it out,” he complained. “I can’t isolate a single virus, but 


she’s obviously packed with them. Whoever programmed 
her was a genius!” 

See-Threepio and Artoo-Detoo stood by. Luke had ae 
wiped the last several days’ worth of memory from the 
droids, so that neither of them remembered having met 
Beewondeefor. Now they both seemed merely curious 
about her. 

“Master Solo,” See-Threepio said, “once again I would 
like to offer my services in your analysis of this droid’s pro- 
gramming. While it is not one of my primary functions, I am 
usually much better at it than —” 

“No thank you,” Solo interrupted. “You’re not getting 
anywhere near this girl. You're liable to catch something 
again.” 

At that moment, Chewbacca bellowed in the cockpit and 
everything lurched as the ship dropped out of hyperspace. 

Now it was Solo’s turn to bellow. “Chewie! What’s going 
on?” 

Luke came into the engineering section from the 
lounge. He was rubbing his head. “Aren’t you supposed to 
warn us before we decelerate?” 

“We're early,” Solo said. “We aren’t due at Hoth for 
hours. Chewie! Where are we?” 

“Coruscant,” Leia said, coming into the engineering sec- 
tion with a frown on her face. 

Solo went pale. “Chewie!” he yelled. “Get us out of here!” 

Coruscant was the Empire’s capital — a planet dedi- 
cated to running the Imperial government. It was home to 
several Imperial military bases. Hundreds of warships 
would be ringing the planet. 

In moments, the Falcon would be blown to bits. 
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Chewbacca roared desperately. 

“Great!” Solo groaned. 

“What did he say?” Luke asked. 

“The navigator won’t respond. None of the ship’s con- 
trols will. He’s completely locked out. And we’re heading 
straight for the planet.” 

“Coruscant?” Leia asked. “Why are we here?” 

Solo’s jaw dropped. “You’re asking me? Beewondeefor 
is the one who told the Falcon to bring us here.” Solo set- 
tled his eyes on the droid’s inert form. “What did you do?” 
he shouted. 

“Whatever she did,” Luke said, “screaming won't help.” 

Solo spun immediately into action. “Artoo,” he ordered, 
‘link up with the ship and switch to my secondary 
transponder. Now!” 

The signal from the old transponder would identify the 
Millennium Falcon to the Imperial warships. By switching 
to a new transponder, Solo hoped to fool the Empire. 

“Br-r-r-reebidle-bee-dee-bedap.” 

“He needs the password,” Threepio translated. 

Solo hesitated, then said Leia’s last name, “Organa.” 

As Artoo talked to the computer, Luke and Leia looked 
at Solo in surprise. Then they looked at each other and 
smiled. Solo blushed. Chewbacca grumbled quietly and 
shook his head. 

Leia opened her mouth to say something, but Solo cut 
her off. “In honor of your father, Princess.” 

“I see,” she replied. 

There was a brief pause, as everyone remembered the 
people of Alderaan. Then Luke broke the silence. “You 
have a second transponder?” 
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“Which I use only in emergencies,” Solo said. “This 
situation definitely qualifies.” He went to the forward 
viewscreen and looked out. Coruscant shone like a gem in 
the sky, and the Falcon was threading a path toward it, 
right between two orbiting battle platforms. But between 
him and the big warships was a steady stream of other 
small ships. “Let’s just hope that we’re far enough back so 
that no one in traffic control notices that we switched sig- 
nals.” 

For several endless minutes, the Falcon flew toward 
Coruscant. As it streamed through the customs platforms, 
everyone on the ship held their breath. Huge ion cannons 
and blasters swiveled their barrels toward the Falcon, and 
the ship slowed while the Imperial traffic controllers 
checked the ship’s transponder signal, verified its license, 
and told it to move ahead. 

As the Falcon suddenly lurched forward, Solo sighed in 
relief. 

Yet everyone aboard ship knew that it wasn’t over. 
Once the Falcon docked, the harbormaster at the shipyard 
would see that its exterior markings didn’t match the fake 
transponder signal. Stormtroopers would arrest them 
within minutes. 

They wouldn't be able to fight their way out of this one. 

“So, what now?” Leia asked. 

“We still have a little time before docking,” Solo said. 
“In the meantime, with this bogus transponder signal, we'll 
register as the Icebreak. It should take the harbormaster 
down there several minutes after we dock to figure out the 
truth. By that time we need to be well on our way to the 
lowest levels of the underworld.” 


“Coruscant’s underworld? The lowest levels are miles 
down!” Luke gasped. 

“And very danerous,” Leia added. “Why in the world 
would we want to go there? We can’t hide down there for 
long.” But her mind was racing, and she knew that maybe 
they could. Coruscant’s underworld was a vast place. For 
hundreds of thousands of years, the Empire had been 
growing. Buildings had been built on top of buildings on 
top of more buildings, so that layers of ancient dwellings 
often lay undisturbed down below, like fossils in rocky sed- 
iment. The intact dwellings were all connected by ancient 
sewers and tunnels. In these depths, thousands of alien 
races thrived. Many of the inhabitants of Coruscant’s un- 
derworld were criminals, but others were just peaceful 
creatures that sought to eke out an existence in those 
depths. Still other inhabitants were predators that fed on 
anything that moved. 

“Even if we could live in the underworld, what kind of 
life would that be?” Leia asked. “It’s just another prison.” 

Solo looked at her for a moment, weariness etched into 
his features. Finally he said, “I know someone down there 
who can help us escape . . . if he’s still alive.” 

“Who?” Luke and Leia asked together. Their tone indi- 
cated a great deal of doubt. 

“Phelon,” Solo said with considerable emphasis. 

The others’ eyes went wide. Even the droids acted im- 
pressed. Phelon was a Columi, supposedly of incredible in- 
telligence, one of the most brilliant minds ever produced 
by an already highly advanced race. Though the Empire 
claimed that Phelon had been executed, some said that he 
was still alive. It was rumored that he was a criminal, the 
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greatest of all time. Yet some said that he was a Rebel 
leader, a would-be hero, while still others thought that he 
was an Imperial pawn, perhaps the most vile of the Em- 
peror’s pets. 

Yet all the stories agreed on one thing: Phelon was one 
of the most powerful beings in the universe. 

“Phelon is a myth,” Leia said. “I doubt he ever even ex- 
isted.” 

“A legend,” Luke agreed. 

“No,” Solo said, “he’s real enough. And everything 
you've heard about him is true.” 

“Everything?” Leia asked. “I doubt that.” 

“What can I say?” Solo teased. “He’s a complex kind of 
guy — sort of like me.” 

“Why would he want to help us?” Leia asked. 

“Because he owes me a big, big favor,” Solo said. 

Luke laughed out loud. “You're kidding, right?” 

“Why is that so hard to believe?” Solo asked. 

“Well, I, um... uh,” Luke stammered for a moment, 
then shrugged. 

“Tll tell you why it’s so hard to believe,” Leia said. “I just 
can’t imagine you doing anything for someone as important 
as Phelon to merit a favor. Even if we could find him, what 
makes you think he owes you?” 

“I smuggled him onto Coruscant. He was in a heap of 
trouble back on Columus, so I faked his death and brought 
him here. The reason Phelon is so powerful is because he 
doesn’t exist, technically. Nobody can touch him, unless 
they can actually get their hands on him. And he owes all of 
that to me, sister.” 

Everyone fell silent. 
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Then Luke said, “Okay. Tell us what to do.” 

“Load up all the weapons you can carry without being 
too obvious. Then follow my lead.” 

Artoo-Deetoo began whistling and bouncing and swiv- 
eling erratically. 

“What’s wrong?” Solo asked. 

“Apparently,” See-Threepio said, “he is gravely con- 
cerned for the well-being of Beewondeefor. He wants to 
know what our plans are for her. He says that he loves her 
and will do anything to protect her!” 

“Luke,” Solo said, “I thought you fixed these boys.” 

“I did,” Luke said. “I don’t understand . . .” 

“It’s obvious, isn’t it?” Leia said, pointing at Beewon- 
deefor. “She infected the ship’s computer and now the 
ship’s computer has reinfected Artoo. We'll have to wipe 
his memory again.” 

“We don’t have time for that,” Solo said. “Besides, it 
doesn’t matter right now. We'll have to take Miss Wonderful 
with us. We can’t risk letting the Empire catch her again. 
And as long as we've got her with us, Artoo won’t be far be- 
hind.” 

The others nodded in agreement. 

Solo knelt on the floor and looked at everyone mean- 
ingfully. “What I’m about to tell you must never be re- 
peated,” he warned. Then he went to a locker and pulled a 
piece of paper from a secret compartment. The paper 
didn’t name the destination or the planet, but it showed a 
route to Phelon’s hideout, giving directions from a certain 
section of Coruscant’s underworld. 

“It isn’t easy to get there,” Solo said, “and you can’t get 
out the way you get in. But there is a path.” He briefly 
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mapped out the way to reach Phelon’s hideout, far beneath 
the underworld. The first part of the journey sounded easy. 
But once they reached the underworld it was going to be a 
nightmare — a near-blind journey by speeder through a 
twisted underground sewer pipe that turned into a river 
that ran over violent waterfalls and past treacherous 
whirlpools into a haunted forest of giant mushrooms. 
There, they would find Phelon’s hidden fortress. 

“That sounds impossible,” Leia said afterward. “How 
can we ever hope to reach him?” 

“Listen, sister. If just anyone could reach him, Phelon 
would be dead by now. I know it isn’t easy, but I can’t think 
of a better place to go. Can you?” 

“Let’s get ready, then,” Luke decided. In his heart, he 
knew this was going to be one of the Rebel’s toughest mis- 
sions yet. 
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MISSION 
BRIEFING 





Before you proceed, you must consult the Mission 
Guide for the rules of the STAR WARS MISSIONS. You 
must follow these rules at all times. 

This is a Rebel mission. 

You must avoid the Imperial stormtroopers and make 
your way to the underworld. Once there, you must engage 
the help of the Columi criminal Phelon, so that he can help 
arrange your escape from Coruscant. 

You start the Mission with your MP total from your pre- 
vious Mission. (Or 1000 MP, if this is your first Mission.) 

Choose your character now. Choose any Rebel besides 
Chewbacca, Artoo-Detoo, or See-Threepio. 

You may use Power no more than three times on this 
Mission. 

You can take any three weapons of your choice. 


May the Force be with you, now and forever! 


LS 





YOUR MISSION: 
VOYAGE TO THE 
LINDERWORLD 





The Millennium Falcon drops from the skies of Corus- 
cant, shuddering from the impact of warm air masses as it 
plummets through storm clouds. 

You rush to the cargo bay of the Falcon and retrieve a 
repulsorlift vehicle, a sled that hovers just above ground. 
Since you don’t want to risk reactivating Beewondeefor, 
you will have to carry her on the repulsorlift. 

By the time the Falcon settles into its berth, you have 
the droid on the sled, and everyone else is waiting by the 
door to the hatch. 

As soon as you touch down, you open the entry hatch. 
The gangplank drops, and you rush outside. 

You are in a huge, enclosed port, and the Falcon is 
docked at berth P-7583. The roof of the building is hun- 
dreds of feet high, and light freighters are zipping low over- 
head in the flight lanes. 

A dockworker droid stands in front of you with a ship’s 
manifest log. His job is so tedious that he looks bored, even 
for a droid. Without looking up, he asks, “What is the name 
of your ship and the nature of your business on Coruscant?” 

You may attempt to deceive the droid with or without 
Power. 


To lie (using Power)*: Choose your Persuasion Power or 
your Deception Power. Your Jedi# + your Power’s low-resist# + 
your charm# is your confront#. You tell the droid that your ship 
is the Icebreak, and that you are here for routine maintenance. 
Roll the 6-dice to deceive the droid. 


If your confront# is equal to or more than your roll##, add 
the difference +2 to your MP total. The droid thanks 
you and wheels back to let you pass. 


Lo 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The droid seems confused 
by your answer, and asks you to repeat it. Repeat this 
confront until the droid is persuaded. 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To lie (without Power): You tell the droid that your ship is 
the Icebreak, and that you are here for routine maintenance. 
Your charm# +2 is your confront#. Roll the 6-dice to deceive 
the droid. 


If your confront# is equal to or more than your roll, add 
the difference +3 to your MP total. The droid files his 
report electronically and wheels over to another ship 
that is just landing. You are free to go. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The droid glances up at 
the markings on your ship and says, “But this isn’t the 
Icebreak.” You must work harder to convince him that 
the ship was recently purchased and renamed. Repeat 
this confront until he is persuaded. 


Your group hurries through the docking bay into the 
main terminal of the port. Here, aliens of every kind are 
driving repulsorlift vehicles, hauling cargo to and from 
their ships. Near the exits, stormtroopers are posted, bear- 
ing huge blaster rifles. 

“Come on,” you tell the others. “It won’t take long for 
them to figure out what’s happened.” 
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You look overhead. Signs point to various destinations. 
Customs is to the left, and the signs say that all “beings” 
landing on the planet must be cleared by customs to 
leave the terminal. You can’t go through customs, so you 
begin to look for another exit. There are guards at every 
door. 

You see a restroom to your right, and tell the others, 
“This way.” 

“Is this any time to use the facilities?” Threepio objects. 
Chewbacca growls his agreement. 

“Depends on what you use them for,” you answer. 

You go to the restroom and check inside. Luckily, no 
one else is in there. You tell See-Threepio, “You guard the 
door. If anyone tries to come in here, tell them that it’s 
closed for repairs.” 

“But what are you going to do?” Threepio asks. 

“Since all the doors are guarded, we're going to have to 
make one of our own,” you answer. “I'll blast a hole in the 
bathroom wall so that we can bypass security at customs 
and escape out the other side.” 

“But are you certain it’s all right to block the use of the 
restroom? What if someone has an emergency?” Threepio 
objects. 

You silence him with a warning glare and go into the 
restroom. 

At the outside wall of the restroom, near the sinks, you 
draw your weapon. 

You must blow a hole through the wall. 


To blow a hole through the wall: Your weaponry# + your 
weapon's close-range# +1 is your confront #. Roll the 6-dice. 
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If your confront# is equal to or more than your roll, add 
the difference +8 to your MP total. The sound of the 
blast is unexpectedly loud in the enclosed space. Plast- 
crete rubble flies everywhere, and a large hole appears 
in the wall. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You shot at the wrong an- 
gle. You must dodge the falling debris. 


To dodge the debris: Your strength# + your stealth# +5 is 
your confront#. Roll the |2-dice to avoid the falling rubble. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. You dodge successfully, 
and may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Ouch — that hurt! Brush 
the rubble off your clothes and proceed. 


You look at the hole, ears ringing. You aren’t surprised 
at how easy it was to blow the wall down. “I knew it — one 
of those cheap Imperial construction jobs,” you say. 

Immediately, you peek through the hole. You see that it 
leads into an adjoining corridor, a terminal that will lead 
you outside. The corridor is full of people. Luckily your 
shot didn’t hit anyone. 

Unfortunately, your little stunt has drawn some atten- 
tion. 
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You hear a stormtrooper shout, “A blast! It came from 
over there!” You glance down the corridor and see four 
stormtroopers rushing down the corridor toward you. 

You yell, “Threepio, time to go!” 

Immediately Threepio rushes through the door. Right 
behind him is an angry-looking Hutt. “The restroom is 
now available, sir!” Threepio tells the Hutt apologetically. 
“Please be my guest.” 

You gauge the hole in the wall. It isn’t quite wide enough 
to get your repulsorlift through. You'll just have to do a lit- 
tle more renovation. 

You may enlarge the hole using Power, strength, or your 
weapon. 


To break down the wall (using Power)*: Choose your 
Object Movement Power. Your Jedi# plus your Power's mid- 
resist# + your strength# is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +4 to your MP total. You use your Power 
to smash the wall like a wrecking ball, leaving a portal 
big enough so that even a Wookiee wouldn’t have to 
duck his head to get through. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. Looks like you'll have to 
kick this wall down or use your weapon (below). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 
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To break down the wall (using strength): You will have to 
kick the wall. Your strength# +2 is your confront#. Roll the 6- 
dice. 


If your confront# is equal to or more than your roll#, add 
the difference +2 to your MP total. With a kick that 
powerful, you should join a galactic sports league. The 
wall comes down. 


If your confront# is less than your rol, subtract the dif- 
ference from your MP total. You had better shoot (be- 
low). 


To shoot the wall: Choose your weapon. Your weaponry# 
+ your weapon's close-range# is your confront#. Roll the 6- 
dice. 


If your confront# is equal to or more than your roll, add 
the difference +2 to your MP total. Plastcrete rubble 
drops from the roof, and a gaping hole appears. Ah, you 
think, | love the smell of blaster fire in the morning! 


If your confront## is less than your roll, subtract the dif- 
ference from your MP total. You'll have to try again. Re- 
peat this confront until you widen the hole in the wall. 


With the wall down, you and your friends jump into the 
exit corridor. The four stormtroopers stop their charge as 
you raise your weapons. 

“Get them!” their sergeant shouts. But the number of 
well-armed people in your party dismays three stormtroop- 
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ers. They turn to run, shouting, “Call for reinforcements!” 
The sergeant raises his weapon. You must defend yourself. 


To neutralize the stormtrooper sergeant: Choose your 
weapon. Your weaponry# + your weapon’s mid-range# is your 
confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +5 to your MP total. Your blaster fire 
takes him right in the chest, and the sergeant does a 
backward flip, knocking over two of the other 
stormtroopers. It’s a shame to ruin such nice body armor, 
you tell yourself. You may proceed. 


If your confront# is less than your roll, subtract 7 MP 
from your MP total. One of your companions puts 
the sergeant out of commission, and two other 
stormtroopers are also put out of commission before 
you can fire another round. You may proceed. 


The last stormtrooper flees. You rush with your friends 
outside the terminal. Hovercabs are everywhere. You are in 
a big hurry, and you need a big vehicle. 

Threepio waves a golden hand in the air and shouts, 
“Yoo hoo — over here! Oh, please stop.” 

To get the cabdriver to stop for your desperate-looking, 
gun-toting party, you may bribe the cabdriver, use Power to 
convince him, or seek to intimidate him by shooting your 
weapon in the air. 


To bribe the cabdriver: You wildly wave a credit disk aloft, 
mouth the words “pretty please,’ and arch your eyebrows in 
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your most persuasive manner. Your charm# +2 is your con- 
front#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +6 to your MP total. The cabdriver 
whips over to your curb, shouting, “Get in! Get in — 
before the stormtroopers kill us all!” 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The cabdriver flips up a lit- 
tle sign that says “In Service,” and speeds away, shaking 
his head as if he thinks you’re a nut. Try another 
method (either Power or threat) for the next cab (be- 
low). 


To catch the cabdriver (using Power)*: Choose your 
Hypnotism Power or your Persuasion Power. Your Jedi# + your 
Power's mid-resist# + your charm# is your confront#. Roll the 
6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. The poor cab- 
driver is hopelessly mesmerized and glides to a stop. 
He'll gladly take you anywhere you want to go, “no 
charge.” 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. There is a saying on Corel- 
lia that “weapons are the first resort of fools,” but right 
about now, you can’t think of a better alternative. Try 
threatening the poor fellow with your weapon (be- 
low). 
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*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To threaten the cabdriver: You wildly wave your weapon 
aloft, mouth the words, “Go ahead, make my day!” and sneer in 
your most deadly manner. Your charm# + your weaponry# is 
your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +3 to your MP total. The cabdriver 
whips over to your curb, shouting, “Don’t kill me! 
Don’t kill me!” 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. The cabdriver looks too 
terrified to think. You fire a shot into the air in front of 
him, just to let him know you mean business. Repeat 
this confront until the cabdriver gives in to your de- 
mands. 


You jump into the oversized cab, load the droids, and 
tell the driver your destination. You get him to fly you a few 
miles from the spaceport, and have him land at a busy in- 
tersection. 

You're only there for a moment before you hail another 
cab. You load in and fly off. As you glance back, you see 
stormtroopers converge at the spot you just left. 

You take the cab thirty miles to your real destination — 
an entrance to Coruscant’s underworld. 


A public elevator drops your group far below the sur- 
face of Coruscant, into a darkened world of seedy night- 
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clubs and grimy, smelly streets. There is very little traffic 
down here — only a few landspeeders to carry those aliens 
who can’t walk. Most of the traffic is foot traffic — limited 
to creatures that can ooze or fly or hop or walk about on 
their own. The lights are kept low, for many of the under- 
world aliens are perfectly adapted to life in the dark. Some 
of the alien species have been living down here hundreds 
of thousands of years. They are descendants of immigrants 
who had come during the high days of the Old Republic. 
Others are descended from pets or escaped slaves or crim- 
inals. There are even some subspecies of humans that have 
lived here long enough to have adapted to the dark. 

The smell of the air is stifling, filled with strange, exotic 
scents. Enormous engines pump in fresh oxygen from 
above ground. You can hear the distant whir of fan blades, 
but it feels as if the air has been breathed too often, recy- 
cled through one too many sets of lungs. 

“Oh dear,” Threepio groans. “This moisture can’t be 
good for my circuitry.” 

“You think this is bad, just see what happens to your 
precious circuits if the Imperials catch us,” you warn. 

You walk into a diner and lead your group to a booth in 
the back. You make sure you're hidden in the darkness, 
dimming a small table light. As you eat a denuba sandwich, 
you watch the aliens trudge past the front door. You have 
reached the outskirts of a nightclub district. Beyond that 
lies a region that is not charted on any maps, a labyrinth of 
ruins that are constantly in danger of collapsing. 

While you sip your beverage, some big men come in and 
sit at a nearby table. “Hear the news, Ghorlan?” one hulk 
says. “The Millennium Falcon landed topside. Had some 
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kind of technical problems. Must be a million stormtroop- 
ers up there hunting for Solo and his Rebel buddies. I saw 
pictures on the holovids — big guy and a Wookiee, along 
with a woman and some boy and his droids. I hear there are 
even some headhunters creeping around down here, sniff- 
ing after the bounty. The Rebels will be dead by sundown.” 

“I'd like a piece of that bounty,” Ghorlan chortles. 

“Just make sure to keep your blaster handy,” the first 
fellow replies. “Maybe we'll get a piece. They shouldn’t be 
hard to spot with those droids and that Wookiee hanging 
around.” 

The news makes you very nervous. You wonder if you 
should shoot these cutthroats, but know it will attract too 
much attention. Instead, you take a little extra time eating. 
After the goons leave, you bend low and whisper to the 
others, “Did you hear those guys? Maybe we should split 
up. We do look kind of conspicuous, all walking around to- 
gether.” 

“It’s not a bad idea,” one of your friends agrees. “But if 
any one of us is caught alone, we’d be more vulnerable to 
the stormtroopers.” 

“We don’t have to go around alone. Just break up into 
smaller groups. Teams. You've all seen the maps. You know 
how to get to Phelon’s hideout. I’m thinking that if we 
space ourselves out, go in a few at a time, it might be safer.” 

Everyone nods, and you assemble the teams. 

“All right, Chewbacca, See-Threepio, and Artoo — you'll 
come with me,” you say. “But first give me a couple of min- 
utes outside,” you tell them. “I want to scout around.” 

Artoo makes some burbling sounds, and Threepio says, 
“He wants to stay with Beewondeefor.” 
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“No,” you object, “she won’t be far behind us. Besides, 
we might need him to help clear a path for her.” 

The droid whistles his agreement. 

You leave the others and go outside, watching for an 
ambush. But the streets are so dark it’s impossible to see 
far. An alien Weequay wearing goggles sees you and whis- 
pers, “Hey, human — over here.” 

The Weequay is wearing a trenchcoat. He opens it wide 
to display a variety of interesting goods. “Want good night 
goggles? Give good deal. You see good.” 

You check out the night goggles, and are surprised by 
how well they work. You will have to bargain for the night 
goggles. You may do so with or without Power. 


To bargain with the Weequay (using Power)*: Choose 
your Bargain Power. Your charm# + your Power’s mid-resist# + 
your Jedi# +5 is your confront#. Roll the |2-dice. 


If your confront# is equal to or more than your roll, add 
the difference +10 to your MP total. The Weequay 
names a price so low he’s practically giving the night 
goggles away. You buy them eagerly. 


If your confront# is less than your roll, the night goggles 
are going to cost you a serious amount of credits. Roll 


the 6-dice to find out the damage. 


If you roll | or 3: Subtract 10 MP from your MP to- 
tal to buy the night goggles. 


If you roll 2 or 6: Subtract 5 MP from your MP total 
to buy the night goggles. 
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If you roll 4 or 5: Subtract 20 MP from your MP to- 
tal to buy the night goggles. 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To bargain with the Weequay (without Power): Your 
charm# +2 is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +13 to your MP total. The Weequay 
names a price so low he’s practically giving the night 
goggles away. You buy them eagerly. 


If your confront# is less than your roll, the night goggles 
are going to cost you a serious amount of credits. Roll 
the 6-dice to find out the damage. 


If you roll | or 3: Subtract 10 MP from your MP to- 
tal to buy the night goggles. 


If you roll 2 or 6: Subtract 5 MP from your MP total 
to buy the night goggles. 


If you roll 4 or 5: Subtract 20 MP from your MP to- 
tal to buy the night goggles. 


You pay the Weequay, and search the street ahead. It 
looks clear. But as you prepare to return to the diner, you 
notice something odd: Two thugs duck into the open door- 
way of a casino. It’s Ghorlan and his buddy. You feel certain 
that they’ve been tailing you. 
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You turn and walk a bit farther down the street, then 
rush around a corner of a side street. 

You jump into a narrow alley. Giant mushrooms grow 
tall here, twisting up in weird shapes. You try to hide be- 
hind them. 

Footsteps echo as the thugs come rushing after you. 

You may seek to evade them with or without Power. 


To evade the thugs (using Power)*: Choose your Evasion 
Power or your Camouflage Power. Your Jedi# + your Power’s 
mid-resist# + your stealth# +3 is your confront#. Roll the 12- 
dice to evade the thugs. 


If your confront# is equal to or more than your roll, add 
the difference +8 to your MP total. You look just like 
another giant mushroom to the thugs. 


If your confront# is less than your rol, subtract the dif- 
ference from your MP total. You’ve been spotted and 
will have to fight (below). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To evade the thugs (without Power): Your stealth# +1 is 
your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +12 to your MP total. It’s kind of spooky 
how well you hide. 
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If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. You’ve been spotted and 
will have to fight (below). 


If you have not successfully evaded the thugs, you will 
have to fight them. You may fight them in unarmed combat, 
or you may fight with a weapon. 


To slug the thugs: You leap out and aim a blow at the near- 
est thug. Your strength# +2 is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. A blow to the jaw puts 
down one of the two thugs. Repeat this confront to 
defeat the other thug. When you have overcome them 
both, you may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Repeat this confront until 
you have slugged both thugs. 


To plug a thug: Choose your weapon. Your weaponry# + 
your weapon's short-range# +5 is your confront#. Roll the |2- 
dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. The thug never saw it 
coming. Repeat this confront until you have defeated 
both thugs. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. Repeat this confront until 
both thugs are out of commission. 
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You rush back to the diner and tell Chewbacca and the 
droids. “It looks all clear up ahead — now.” 

You all leave the diner, heading warily up the street. 

“Keep your eyes open,” you advise. “We’re going to 
need a vehicle.” 

Moments later, your group rounds a corner and finds a 
landspeeder sitting outside a grime-covered hovel. 

“Oh, sir,” Threepio shouts. “Here’s a speeder!” 

“Keep your voice down!” 

“Perhaps if we find the owner, we can purchase it,” 
Threepio says. 

But you know that it’s too dangerous to try to purchase 
things down here. You don’t have that many hard credits, 
and it would be too risky to try an electronic transfer. The 
Imperials will be monitoring the banking transmissions, 
and they’d track you down in a minute. 

You reach down under the dash of the speeder and yank 
the ignition wires. 

To start the landspeeder: Your skill# +1 is your confront#. 
Roll the 6-dice. 


If your confront## is equal to or more than your roll, add 5 
MP to your MP total. The landspeeder starts with a 
roaring of engines. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Repeat this confront until 
you get the vehicle started. 


As you are studying the controls of the speeder, Three- 
pio shouts with alarm, “Here come the owners!” 
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You glance up at the seedy hovel. Six well-armed aliens 
have just exited the restaurant. They're of a kind you’ve 
never seen before: four meters tall with faces that look like 
melted green wax. They also have lots of sharp teeth. 

“Time to go!” you shout. 

You shove Threepio into the landspeeder. Chewbacca 
grabs Artoo under one arm and hops in. 

“Hey!” one of the aliens yells. “Are you really stupid 
enough to steal warlord Choupek’s speeder?” 

“Sorry,” you call, “I’m just borrowing it. This is an emer- 
gency.” 

You hit the accelerator and speed off. 

The aliens draw their weapons and begin to fire. 


To evade the blaster fire: Choose your speeder. Your skill# 
+ your vehicle’s speed# is your evasion number. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +7 to your MP total. You weave through 
a hairpin turn and make a great escape. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Blaster fire blows a nice 
chunk out of the vehicle. Subtract | from its speed# for 
the rest of this Mission. You may then proceed. 


“Stop shooting, you fools!” warlord Choupek screams 
at his companions, “You'll ruin the finish on my speeder!” 

“I just want to ruin the finish on that Rebel,” one of the 
aliens shouts back. 

“We'll get them,” Choupek growls. 
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You see them turn toward the elevators. Too bad for 
them that you aren’t going back that way. 

You race down a street through a desolate section of 
town. As you drive, the roof of this section of the under- 
world drops lower and lower to the ground, a sign that you 
are nearing the end of livable space. 

But you can smell water, and just ahead you see a gap- 
ing hole in the floor. “There’s the passage from the map!” 
Threepio shouts. 

“I see it,” you say. 

The hole drops down into an ancient sewer pipe, some 
thirty meters in diameter. The top of the pipe is broken, and 
an underground river is flowing through it. Though at one 
time this pipe might have carried sewage, now the water 
smells reasonably fresh. 

You need to get into the pipe. If you go slowly, the vehi- 
cle will merely crash nose first. 

You whip the speeder hard to the right, hit the accelera- 
tor, and try to shoot in fast enough so that your repulsion 
field will be able to level the vehicle when it hits. 

Suddenly youre at the hole, arcing down through the 
air. 


To land the vehicle safely: Your vehicle’s speed# + your 
strength# + your skill# +3 is your confront#. Roll the |2-dice. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The vehicle makes a 
mighty splash, then levels off safely. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The vehicle slams into the 
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water hard enough to jar your teeth and knock a few 
bolts from the droids. Roll the 6-dice to assess the 
damage. 


If you roll | or 4: The landing has dislodged a piece 
of your vehicle’s weaponry. Subtract | from your 
vehicle’s weaponry# for the rest of this Mission. 


If you roll 2 or 3: The landing has jarred your accel- 
erator. Subtract | from your vehicle’s speed# for 
the rest of this Mission. 


If you roll 5 or 6: The landing has ruptured one of 
your fuel tanks. Subtract | from your vehicle’s dis- 
tance# for the rest of this Mission. 


The headlights of the landspeeder show a straight path 
ahead. You race downstream, and Threepio warns, “Please 
be careful. Remember that there is a lake ahead.” 

“When I want you to drive,” you warn, “I'll jump out of 
the vehicle.” 

The drop to the lake is even bigger than the one you just 
hit. You’ll have to keep moving fast if you’re going to land 
safely. 

You speed up. 

Ahead, you see the water swirl. A beast rises from the 
water — not quite like any creature you've ever seen. It is 
big, bigger than the speeder. Its claws float on the water. 
You see that the monster has enormous, whiplike feelers 
rearing up from beneath the surface, waiting for something 
to brush against them. 

You don’t want to attract the monster's attention. 
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You must avoid the creature. You may seek to evade it 
using Power or by driving stealthily past. 


To evade the monster (using Power)*: Choose your 
Vehicle Evasion Power. Your Jedi# + your Power’s mid-resist# + 
your stealth# +4 is your confront#. Roll the |2-dice. 


If your confront# is equal to or more than your roll, add 
the difference +12 to your MP total. You slide quietly 
past the monster. Claws thrash in the air as it unsuc- 
cessfully lashes out for you. Go to the section that 
starts, ““You head downstream” (page 40). 


If your confront is less than your rol##, subtract 10 from 
your MP total. Half a dozen claws reach up and firmly 
grasp the speeder, wheeling it around. Go to the sec- 
tion that starts “You are firmly in the monster’s 


grasp” (page 39). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To evade the monster (without Power): Your skill# + 
your vehicle’s speed# + your vehicle’s stealth# +! is your con- 
front#. Roll the |2-dice. 


If your confront# is equal to or more than your roll, add 
the difference +15 to your MP total. Your vehicle 
dodges the creature’s grasp. Go to the section that 
starts, “You head downstream” (page 40). 


If your confront## is less than your rol##, subtract 10 MP 
from your MP total. Half a dozen claws lock onto the 
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speeder, nearly swamping it. Go to the section that 
starts “You are firmly in the monster’s grasp” 
(below). 


You are firmly in the monster’s grasp. Chewbacca 
roars and fires his crossbow at the enormous claws that 
reach over the gunwale of the speeder. The air fills with the 
smell of smoke and cooked meat. 

You hit the accelerator and spin the wheel right and left, 
but the claws are locked onto the side thrusters under the 
vehicle. It will take all your strength to keep the vehicle 
from getting swamped. 


To keep the vehicle from getting swamped: Your 
strength# +2 is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. The speeder bucks and 
leaps away. Go to the section that starts, “You head 
downstream” (page 40). 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You sprain a muscle in 
your shoulder. Subtract | from your strength# for the 
rest of this Mission. As Chewbacca blows away the 
monster’s claws, it begins to reconsider having you for 
a meal. Add +1 to your confront# for your new con- 
front#. Roll the 6-dice. 


If your new confront# is equal to or more than your 
roll, you have escaped the monster’s grasp. You 


may proceed. 


39 


If your new confront# is less than your roll, subtract 
the difference from your MP total and repeat this 
confront with your new confront# until you have 
escaped. 


You head downstream. Hitting the thrusters, you race 
along. You turn your lights on high beam. You can distantly 
hear the sound of water thundering as the ancient pipeline 
comes to an end. 

“Here comes the big waterfall!” you scream. You hit the 
accelerator to increase your speed. 

“Don’t forget the whirlpool at the bottom!” Threepio 
warns. 

Ahead, the pipe suddenly ends. The river races down a 
steep slope, where there are some bad rapids. The speeder 
begins to buck. You whip through the rapids at top speed. 
The vehicle nearly flips over as it hits a corner. Artoo beeps 
in panic, but you know that you can’t slow down. The 
waterfall in front of you is much higher than the one you 
already passed. 

The speeder races over the lip of the waterfall and is 
suddenly high in the air. You can’t even see the water below 
you. But you hear it as you drop. 


To land the vehicle safely: Your skill# + your vehicle’s 
stealth# +5 is your confront#. Roll the |2-dice. 


If your confront# is equal to or more than your roll#, 
add the difference +20 to your MP total. The vehicle 
plunges almost nose first into the water, but because of 
your magnificent prowess as a driver, you are able to 
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nudge the repulsorlift engines with just the right pres- 
sure to save yourself. You may proceed. 


If your confront# is less than your rol##, subtract 10 MP 
from your MP total. The vehicle plunges into the water 
and is thoroughly swamped. Fortunately, you’ve “bor- 
rowed” a very nice landspeeder. A water pump auto- 
matically begins draining the water from inside the 
vehicle, shooting it into the air. Unfortunately, it looks 
as if you're all going to get sucked under the whirlpool 
and die before the pump does much good. You must 
escape from the whirlpool (below). 


To escape the whirlpool: You will need all the acceleration 
you can get. You slam on the controls, eager for speed. Your 
skill# + your vehicle’s speed# +1 is your confront#. Roll the 6- 
dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. You, your companions, 
and your vehicle make it out of the whirlpool. You may 
proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The whirlpool is sucking 
you deeper. You must try again. Quickly. Repeat this 
confront until you are free. 


You drive past the whirlpool, drenched from the spray 
of the waterfall, the cold water freezing on your skin. The 
sound of the churning water is as loud as thunder. As you 
drive ahead, you find yourself on a vast and quiet lake. 


There’s supposed to be a stream flowing out of the un- 
derground lake, but you have no idea which way it might 
be. Overhead, stalactites hang down in weird V’s, in some 
places dropping almost to water level. 

You turn down the vehicle’s power, and listen. 

Off to your left, you hear a faint noise that might be mu- 
sic, or perhaps the strange song of some animal. 

Your vehicle is drifting toward it. 

You shine your headlights toward the music. Not far 
away, perhaps only a hundred feet, you see what looks like 
strange, rubbery flowers. When the light of your headlights 
touches them, they scream as if in pain, and their thick 
flower petals fold in. The fat stems of the flowers retreat 
into holes in the rock. 

You may use your Power to translate the words of the 
song. Or you may proceed. 


To understand the singing (using Power)*: Choose your 
Language Power. Your Jedi# + your Power’s low-resist# +1 is 
your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. You hear the creatures 
shrieking, “Ah, the burning eye! The slayer is among us. 
Gogoroth save us!” If you wish to stop harming the 
creatures, you must turn off your headlights. Choose 
whether or not to do so now. 


If your confront# is less than your roll#, subtract the dif- 


ference from your MP total. You know that the crea- 
tures are singing, but you can’t understand their words. 
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*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


You drift in the water for a few moments, letting the 
current carry you downstream. 

Suddenly, overhead, you hear a deafening roar. An 
enormous creature is racing across the roof of the cave. 

If you turned off your headlights before, you may skip 
this encounter. Add 20 MP to your MP total and go to the 
line that starts, “You continue downstream” (page 44). 
Otherwise, continue reading. 

You look up to see an enormous beast, like a giant ape, 
swinging from stalactite to stalactite on long arms. 

Its skin is a warty brown, and its arms are as long as 
your speeder. It shrieks as it comes closer, snapping off the 
tip of a stalactite. 

Chewbacca roars and opens fire. 

You have a good idea which way is downstream, so you 
hit the power on the speeder. 

You may seek to evade the monster with or without 
Power. 


To evade the monster (using Power)*: Choose your Vehi- 
cle Evasion Power or your Confusion Power. Add your Jedi# 
to your Power's mid-resist# +1 for your confront#. Roll the 
6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. The monster is mo- 
mentarily baffled, long enough for you to drive away. 
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If your confront# is less than your roll, subtract the dif- 
ference from your MP total. The monster bellows in 
outrage and hurls a stalactite, narrowly missing your 
vehicle. You must try to evade it without Power (be- 
low). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To evade the monster (without Power): You must turn off 
your lights and speed away. Your skill# + your vehicle’s speed# 
is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. You escape the 
monster. 


If your confront## is less than your rol, subtract 10 MP 
from your MP total. The monster hurls a stalactite that 
hits your vehicle. Chewbacca shoots into the air, and 
his blaster fire knocks the creature into the water. It 
swims toward you as you speed away. 


You continue downstream. The channel narrows, 
and the minerals in the water make it glitter like silver. 
Over the eons, the racing water has carved a vast cavern. 
You feel lucky that you’re down here during the dry season, 
for in the rain, the underground river might be ten times as 
deep. With the water level that high, you would be thrown 
against the ceiling. 

For a bit, it seems almost a pleasant ride. 
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But soon the river becomes treacherous. Down here, 
the winding course runs between ancient ruins. 

All along the waterway, you see fallen statues of ancient 
leaders of the Old Republic — grand beings who ruled 
Coruscant and the rest of the galaxy with a firm but kind 
hand. The statues lie in mud and ruin and are begin- 
ning to erode. Here and there you see a giant stone fist 
rising from the ground, or the blank and staring eyes of 
a great leader whose name is now forgotten even by 
historians. 

On the far walls, you see ancient, decrepit buildings. 
Windows and doorways open like black mouths above you. 
Columns rise up from the ground like spokes from a great 
wheel. 

You smell smoke and look up. In a high, old building, a 
small fire burns. 

“Perhaps you had better turn off the lights,” See- 
Threepio warns. 

But it is too late. Beside the firelight, you see a small 
hulking figure that looks like a bent old man dressed in a 
cape. He raises a horn to his lips and blows. 

From every window and every doorway of the ruins, 
hundreds of meters high, cries suddenly ring out. Creatures 
leap from the doorways. They fall for a moment, then 
spread dark wings and soar toward you. 

Chewbacca roars and brandishes his crossbow. “Oh 
dear!” Threepio cries. 

“Chewie, don’t shoot!” you yell. “There are too many!” 

With fearsome cries, the creatures circle above your 
speeder, looking down. 
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Their wailing turns from rage to whoops of astonish- 
ment. “Wookiee! Wookiee!” they roar. 

You draw the speeder up to the shore, and the gnomish 
creatures drop from the skies. You have never seen any- 
thing quite like them. Perhaps they are a species as old as 
Coruscant itself. Perhaps they are its original inhabitants. 

They scrabble close to the vehicle and bend down to 
sniff your feet. “Wookiee! Wookiee!” they cry in joy. Some 
of them grab handfuls of sand and hurl it in the air, as if in 
celebration. 

“You know Wookiees?” you ask, surprised. The Empire 
has only recently discovered the Wookiees — and has 
sought to enslave them. Here in the underworld, these sav- 
age creatures should never have heard of them. 

Yet the small winged creatures growl, “Great Wookiee! 
Great Wookiee!” and they point down river. There you see 
a statue larger than the rest, the image of a Wookiee hold- 
ing an enormous axe overhead. It’s a crude statue, so worn 
that perhaps it’s not even a Wookiee at all. Yet you are 
forced to wonder if in the far-off past, thousands of years 
ago, there was not some great Wookiee hero in the Old Re- 
public who merited a statue like this. 

“Yes,” you say to the small creatures. You point to 
Chewbacca. “This is a Wookiee!” 

“Great Wookiee!” they cry. “Protect us! Great Wookiee 
protect us!” 

Chewbacca roars above the din, signifying that he will 
protect them. 

“How can we protect you?” you ask. 

“Give weapons!” one of the creatures says. It inches for- 
ward, its green fangs pressed longingly against your hand. 
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You ask Chewbacca, “What do you think? Should we 
give them weapons?” 

“If I may say something,” Threepio interrupts, “I’ve seen 
a species related to this on Therenor Prime. With that 
species, it is customary to give a gift upon a first meeting. 
In return, they always offer a greater gift in return — your 
life!” 

“You mean they'll kill us if we don’t give them weap- 
ons?” you ask in astonishment. 

“It’s nothing personal,” Threepio says. “It’s just that this 
is their way of ensuring that you don’t mean them any 
harm.” 

“Great,” you say. You take a weapon from your belt and 
give it to the nearest creature. It grasps it greedily in its 
clawed hands and leaps up and down, flapping its wings. 


Remove a weapon card from your pile. You cannot 
use this weapon for the duration of this Mission. 


Chewbacca also hands over a weapon. 

“You good friends!” the winged creatures shout. “Very 
good friends. We give you best present.” 

Some winged creatures reach into pouches on their 
belts and pull out large glowing worms. Each worm is the 
size of a loaf of Jawa bread. They hand these to you rever- 
ently. 

“Great,” you Say. “I always wanted a pet worm.” 

“Ah...” the winged creatures say, smiling and bowing 
low. “Very good worms. Now you always have light, even in 
darkest cavern. Good light. Light good for great Wookiee. 
Also, good food, if hungry.” 
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“Well, I hope you have some nice worms, too,” you Say. 

“You love worms?” the winged creatures ask. 

You make a sour face. 

Threepio warns, “I'd advise you to say ‘yes.’ These crea- 
tures would be very upset if you didn’t approve of their pre- 
sent. It would be like telling them that you don’t approve of 
them as a species.” 

You hate worms, but. decide for the sake of politics to 
Say yes. 

You may attempt to deceive the winged creatures with 
or without Power. 


To lie (using Power)*: Choose your Persuasion Power or 
your Deception Power. Your Jedi# + your Power's low-resist# + 
your charm# is your confront#. You say in your most sincere 
tone, “I love worms. If | could marry a worm, | would. Worms 
mean almost as much to me as life itself” Roll the 6-dice. 


If your confront# is equal to or more than your roll#, add 
the difference +5 to your MP total. The winged crea- 
tures hop up and down in delight and fire the weapon 
you just gave them in the air. You do not need to prove 
to them that you love worms. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. You must prove that you 
love worms (below). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 
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To lie (without Power): You hold up a glowing worm and 
smile lovingly at it.““These are fine worms,’ you say. “The finest 
worms | think I’ve ever seen. | will always treasure them. Thank 
you. Thank you so much.” Your charm# +2 is your confront#. 
Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +6 to your MP total. The winged crea- 
tures shriek and give you brotherly hugs. You do not 
need to prove to them that you love worms. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. The winged creatures 
don’t believe you. You must prove that you love worms 
(below). 


To prove that you love worms: The winged creatures 
scowl at you. “You lie, you no love worms,” they accuse. 

“Sure | do,” you say. 

“Prove it!” they shout. “Eat worm!” 

You gulp and look at the glowing worm. Having no other 
choice, you decide to try a small bite. Your strength# +2 is your 
confront#. (In this case, because we are dealing with the 
strength of your stomach, don’t modify your strength score, 
even if you did pull some muscles earlier.) 


If your confront# is equal to or more than your roll#, add 
the difference to your MP total. Hmmm... these 
things really don’t taste too bad, you decide. If you had 
just a little bit of Tatooine Thunder sauce on them... . 
The winged creatures are satisfied that you love 
worms. You may proceed. 
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If your confront# is less than your rol##, subtract the dif- 
ference from your MP total. The winged creatures 
glare at you as if they don’t believe you. You have to 
put a smile on your face and take another bite. Repeat 
the confront using the same confront# until the 
winged creatures are satisfied. 


You are given more worms as gifts. Then you, Chew- 
bacca, and Threepio get back into the speeder and head 
downstream. The winged creatures gleefully fly above you. 
When you reach the statue of the “Great Wookiee,” they 
perch on the handle of its huge axe and shout, “Where you 
go? Where you go?” 

“Down thataway,” you answer, nodding downstream. 

“No!” They shriek and gibber in fear. “Not smart go 
there. Not smart go near burning water.” 

“Remember,” you answer, “we have the great Wookiee 
with us. We'll be okay.” 

Chewbacca roars encouragement. 

“No!” they cry. “No one ever returns from burning wa- 
ter!” 

Soon you've passed them completely and are heading 
down into the abyss. 

“There weren't any burning waters on the map, were 
there?” Threepio asks. “Are you sure we're going the right 
way?” 

Flustered, you answer, “Of course I’m sure. Sort of.” 

You head for the burning waters with fear gnawing at 
your belly. Your hands are getting sweaty. 

Steadily the underground channel goes deeper, racing 
through the ruins of the ancient cities. 
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You pass what looks like a graveyard of rusted droids. 
You know that it must just be a trick of nature. The water 
must have washed them down here and trapped them all in 
the same place, for there are ten and tens of thousands of 
ancient droids, rusting in a single giant heap. Or perhaps 
they were left after some ancient battle. Or maybe it was a 
junkyard at one time. 

At last the water becomes sluggish and you round a 
wide bend. 

You’ve entered a region of pools. The water beneath 
your vehicle is burning hot, bubbling from somewhere 
deep underground. The air fills with fog so thick that you 
can hardly see ten meters in front of you. The stench of sul- 
fur fills the air. 

Up ahead, to your left, you hear a heavy splash. 

Chewbacca whines and sniffs the air. You turn down 
the power on your vehicle and flip off the lights. The only 
light comes from the dashboard on the speeder, from 
Threepio’s shining eyes, and from the worms glowing dully 
on the seat of your vehicle. 

You hear another splash, as if something enormous, as 
large as a tree, has fallen into the water. 

“Excuse me —” Threepio says. 

“Shhh,” you warn. “Something's out there.” 

“Might I suggest that it would be better if we drove 
away — quickly?” Threepio says. 

“Sure,” you whisper. “How fast do you want to be going 
when we run into a rock wall? I can’t see a thing in this 
fog.” 

You hear water burbling ahead. Something large is 
swimming toward you. 


“Chewie,” you say. “Have your weapon handy. I’m going 
to try to get us out of here.” 

Yet even as you speak, something huge rears up from 
the water. 

It looks like an enormous lizard, muddy brown in color. 
But flapping fins beneath its jaws make it look more fish- 
like than lizardlike. Also, its foreclaws are small, underde- 
veloped. A walking fish, you decide. 

The beast ogles you from enormous dark eyes. Its huge 
mouth is rubbery, but full of sharp, spiny teeth. 

Chewbacca fires his crossbow, but the monster doesn’t 
seem to notice. Instead, the shots ricochet harmlessly from 
the creature’s scales. 

You suddenly realize that you’re in a predicament. You 
can’t race away in this dense fog — the channel for the un- 
derground river is too narrow and too full of obstacles. You 
can’t leap from the vehicle, because the water looks as if it 
is hot enough to boil you alive. 

And your weapons don’t seem to hurt the walking fish. 

The monster yells in rage. 

You may seek to understand the creature’s words using 
Power, put the creature to sleep using Power, or fight it. 
Choose now. 


To understand the creature (using Power)*: Choose 
your Language Power. Your Jedi# + your Power’s low-resist# +1 
is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +25 to your MP total. The creature 
shrieks, “Worms! Delicious! | must have some!” Go to 
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the section that starts, “You decide to throw the 
worms to the giant walking fish” (page 55). 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You must fight the mon- 
ster (below). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To put the monster to sleep (using Power)*: Choose 
your Sleep Power. Add your Jedi# to the Power’s low-resist#. 
This is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
25 MP to your MP total. The walking fish opens its 
mouth and yawns, then sinks into the burning water. 
Unfortunately, the creature is so large, you know that 
your spell won’t last long. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You must fight the mon- 
ster (below). 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To fight the monster: Your strength# + your skill# +5 is your 
confront#. Roll the |2-dice to ram the monster with the speeder. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. The monster falls back 


for a moment. You have an extra moment to think. 
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If your confront# is less than your rol##, subtract 5 MP 
from your MP total. The creature is still upon you. It 
lunges forward, its mouth open wide. Chewbacca is 
thrown back as the vehicle begins to rock in the mon- 
ster’s wake. He falls out of the vehicle. You must save 
him, with or without Power (below). 


To save Chewbacca (using Power)*: Choose your Object 
Movement Power. Your Jedi# + your Power's mid-resist# + your 
strength is your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. It almost seems as if a 
giant hand swats Chewbacca, pushing him back into the 
vehicle. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. Chewbacca is still outside 
the vehicle. Repeat the confront using the same con- 
front# until you save the Wookiee. 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To save Chewbacca (without Power): Add your 
strength# to your skill# for your confront#. Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference to your MP total. You leap over to 
Chewbacca and gracefully swing him safely aboard the 
speeder. 
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If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. You manage to grab a 
handful of Chewbacca’s fur, but he’s been shedding all 
week, and it comes off in your hand. Add +1 to your 
confront# and repeat the confront until you have 
Chewbacca safely aboard. 


The giant walking fish is back in action. It tosses a 
worm high into the air, then snaps at it as the worm falls 
back down through the fog. 

“The worms!” you scream. “It wants our glowworms!” 

Chewbacca roars his understanding. 


You decide to throw the worms to the giant walk- 
ing fish. There are two worms left. You lunge for the near- 
est one. 


To throw the first worm: Your skill# +2 is your confront#. 
Roll the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +7 to your MP total. You loft the worm 
high over the walking fish’s head. It leans back to get it, 
then swallows the worm in midair as it falls. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. The huge monster lunges 
for the worm and knocks you from your feet as it tries 
to eat. 


Chewbacca grabs the controls for the speeder. He roars 
and glances meaningfully at the last worm. You realize 
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what he wants. He wants you to loft it as far as possible, to 
give him time to drive away. 
You may toss the worm with or without Power. 


To hurl the worm (using Power)*: Choose your Object 
Movement Power or your Aim Power. Your Jedi# + your 
Power’s low-resist# + your strength# is your confront#. Roll 
the 6-dice. 


If your confront# is equal to or more than your roll, add 
the difference +5 to your MP total. You hurl the worm 
high into the air. It hangs for a moment, as if it is a he- 
lium balloon, and floats tantalizingly just above the giant 
walking fish’s nose. It stares up at the worm, mesmer- 
ized, and tries leaping after it. “I think that worm is 
stuck on the ceiling!” Threepio shouts with glee. You 
may proceed. 


If your confront# is less than your roll##, subtract the dif- 
ference from your MP total. The worm falls back into 
your speeder. Repeat the confront using the same con- 
front# until you can keep the worm in the air. 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 


To throw the worm (without Power): Your strength# is 
your confront#. Remember to adjust for any injuries. Roll the 6- 
dice. 

If your confront# is equal to or more than your roll, add 


the difference +7 to your MP total. You toss the worm 
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far away. “Oh, good throw!” Threepio applauds wildly. 
You may proceed. 


If your confront# is less than your roll, subtract the dif- 
ference from your MP total. You momentarily lose your 
grip and must readjust. Add +1 to your confront# and 
repeat the confront until you can throw the worm far 
enough. 


The creature races after the worm as Chewbacca pow- 
ers up the vehicle and speeds away. 

The vehicle races through the fog, until suddenly you see 
a rocky beach ahead. There, rising up from the fog, is a 
foreboding castle, some timeless relic from the Old Re- 
public. 

“Bree-bee-deep,” Artoo beeps. 

“Artoo says that he detects a life-form ahead, up in this 
castle,” Threepio translates. “It could be the Columi.” 

“Pull in here!” you say to Chewbacca. “I think this 
is it!” 

Chewbacca growls and drives the speeder up onto the 
beach. 

“Wreep. Blop,” Artoo says. 

“That huge beast is returning,” Threepio warns. “I think 
it’s still hungry.” 

You climb from the vehicle and help the droids onto the 
beach. “We’d better get out of here,” you say. 

You run to the forbidding front door of the castle. 

In the distance, you hear a mighty splash in the water. 
The giant walking fish is coming after you. 
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“Phelon!” you scream, pounding on the door. “Phelon! 
Open up!” 

Your heart is hammering in your chest. 

“Phelon!” 

High and far away, you hear a small voice. “What do you 
want down there?” 

“A favor — for Han Solo!” 

“A favor?” Phelon asks. “I don’t do favors for people.” 

“But he saved your life!” Threepio shouts. “Don’t the 
Columi repay their debts?” 

The giant walking fish roars in anger, and you hear wa- 
ter splash as it lumbers up from the shore. 

“Well, that depends,” Phelon answers. “What will it cost 
me to repay this debt?” 

“Not much!” you scream in terror. “We need to get off 
Coruscant, and we need your help.” 

“Oh, well, that sounds easy enough,” Phelon says. “I 
could repay my debt, and it wouldn’t cost me anything at 
all.” 

The enormous walking fish is racing up to you through 
the mist. You sense its bulk, towering high overhead. 
Chewbacca grabs his crossbow and shoots. In the muzzle 
flash, you see the monster licking its lips as it prepares to 
devour you all. 

“Hobbrock!” Phelon calls out. “Sit!” 

The giant beast sits back on its haunches obediently. 

“Good monster! Good, good monster. Daddy loves 
you,” Phelon calls from his unseen window. “Now, go back 
in the nice warm water. These are my guests.” 

The giant walking fish makes a whining sound, then 
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lowers its head sadly as it turns and races for the burning 
lake. It leaps from the shore, doing a belly flop. 

Moments later the huge door opens, lowering like a 
drawbridge. 

Phelon, the Columi master criminal, stands in the door- 
way’s opening. He is a small creature with a head so large 
that he has small repulsorlift devices attached to it, holding 
it upright. 

Behind him, the castle is furnished in gorgeous antique 
appointments, as if Phelon has gleaned the finest treasures 
from the rubble of the underworld. 

“So, you need my help to escape Coruscant,” Phelon 
says. “Why should I help you?” 


To persuade Phelon (using Power)*: Choose your Per- 
suasion Power. Your charm# + your Power’s mid-resist# + your 
Jedi# is your confront#. Roll the 6-dice to quickly convince 
Phelon that you deserve his help. 


If your confront# is equal to or more than your roll#, add 
the difference +4 to your MP total. Phelon nods. He is 
going to help you. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Phelon is still skeptical. You 
will have to try again. Repeat this confront until you 
have won him over. 


*Note: This counts as one of three Power uses you are 
allowed on this Mission. 
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To persuade Phelon (without Power): Your charm# +2 is 
your confront#. Roll the 6-dice to quickly convince Phelon that 
you deserve his help. : 


If your confront# is equal to or more than your roll, add 
the difference +4 to your MP total. Phelon nods. He is 
going to help you. 


If your confront# is less than your roll#, subtract the dif- 
ference from your MP total. Phelon is still skeptical. You 
will have to try again. Repeat this confront until you 
have won him over. 


Phelon invites you inside his castle, and you find that 
behind the towering curtains, most of its walls are covered 
with computer terminals. 

“So,” Phelon says, “we need a plan. I assume that you 
still have the droid Beewondeefor in your possession?” 

Your mouth drops in astonishment, for you haven't told 
Phelon a thing about the B1 droid. 

“Yes,” you answer. “How did you know about that?” 

Phelon smiles. “My computers are networked to most 
of the Empire. I monitor Imperial transmissions — at least 
any transmissions that deal with larger financial records or 
security issues. You see, I make a fine living skimming 
money off Imperial building contracts. Every time they 
build a starship or a mining colony, I get a good percentage. 
My dummy corporations list me as an ‘engineering consul- 
tant,’ though I never really give them advice — or at least 
not good advice. I don’t tell them how to make their war- 
ships better or how to mine more efficiently. Instead, I give 
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them confusing and contradictory advice, and make every 
job more and more complex. For that, I take two or three 
percent of every contract.” 

“But that would be an enormous amount of money!” 
Threepio objects. Artoo whistles. 

“It is, I assure you,” Phelon says. “I am one of the rich- 
est beings in the galaxy.” 

“But if you’re so rich, why do you live down here?” 
Threepio asks. “You could live anywhere!” 

“Oh, the money isn’t all for me,” Phelon says. “Some of 
it is being funneled back into corporations that help fi- 
nance the Rebellion.” 

The droids stare in wonder at Phelon. He is everything 
Solo had promised — a powerful crook, an apparent con- 
spirator with the Empire, and a Rebel sympathizer. 

He says, “You know that an IG-88 assassin droid is try- 
ing to track down your Beewondeefor, don’t you?” 

“We didn’t know that,” you say. 

“Well, he is. And believe me, you're in a good deal of 
trouble. But I can help you out with far less work than 
you'd imagine. May I borrow Beewondeefor for a few mo- 
ments? I need access to her viral programs.” 

“She’s with another group,” you say, “but our little R2 is 
infected with her programs.” 

“Excellent,” Phelon says. Then he addresses Artoo. 
“Come over here, droid. Let’s take a look at that program of 
yours, and then Ill download that virus into every com- 
puter on Coruscant.” 

“Every computer?” you ask. 

“Well, maybe not all of them,” Phelon admits. “We’ll just 
hit the military security network.” 
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He leads Artoo to a console, and has him attach to the 
datalink. In seconds, the program for the virus scrolls 
across the screen, hundreds of millions of lines of code. 
Phelon begins to tap at the keyboard, reprogramming mer- 
rily as he chats. He does it so quickly, you hardly have time 
to recognize that words are forming on the screen, much 
less decipher their meaning. 

“It’s a simple code, really,” Phelon explains. “Not at all 
as elaborate or as stealthy as the Empire would like. Still, it 
will keep the Imperial security teams busy for a few weeks, 
trying to figure out how to clean it from their systems.” He 
leans his enormous head forward, so that his forehead 
nearly touches the screen. More than with most Columi, 
his massive forehead is lined with veins, pumping blood to 
his vast brain. “There now,” he grins with satisfaction when 
he’s done. “You're all set to go.” 

“What do you mean, ‘all set’?” you ask. It took the Co- 
lumi less than a minute to rewrite the viral programs. 

“The virus has been sent to every droid and every com- 
puter on Coruscant, and now they will show total alle- 
giance to Han Solo and his friends. Already they’ve sent 
false messages saying that Solo and his companions were 
captured in a shootout in the underworld. By the time you 
reach your ship, all the guards posted around it will be 
gone. The monitors at the spaceport will verify that the 
Millennium Falcon is a ship called Felon Melon. And when 
the Falcon flies away, even if by some chance the ship’s 
true name is discovered, the targeting system of every war- 
ship around Coruscant will purposely miss your vessel. 
You are free to leave this world as soon as the rest of your 


party arrives.” 
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You stare at this strange little man in wonder. You can- 
not believe his power. 


The trip off of Coruscant proves to be as uneventful 
as Phelon had promised. The rest of your party arrives 
shortly, a bit wet and bedraggled from their journey. 

Phelon leads you to a private elevator, his own secret 
access to the planet’s surface. In moments, you are 
whisked away. 

You and your companions head for the spaceport. No 
one detains you or even seems to notice anything amiss. 

When you reach the Falcon, it has obviously been ran- 
sacked, but seems to be in fine condition. Your party soon 
gains clearance to leave Coruscant, and you depart without 
incident. 


Congratulations. You made it alive from Coruscant. Award 
yourself 400 MP (700 for Advanced Level players). 
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THE 
AFTER- 
MISSION 





As the Millennium Falcon blasted away from Corus- 
cant, the harbormaster watched the ship, squinting. His 
monitor said that the ship flying away was called the Felon 
Melon. He wondered if it was Solo’s idea of a joke, coming 
up with a name like that. 

The ship had just left berth P-7583. The harbormaster 
knew which berth was which, and he’d been warned by Im- 
perial security that the Falcon might blast off. He won- 
dered how security had known. Despite the fact that all of 
the news monitors said that Solo and his cohorts had been 
captured, someone had taken the Falcon. 

Immediately, the harbormaster opened communica- 
tions on a secure channel, as he’d been told to do. 

The masked visage that appeared on the communica- 
tions console terrified him. The sound of heavy breathing 
came through the speakers. 

“Lord Vader,” the harbormaster said, “the Millennium 
Falcon has just blasted off from Coruscant, as you had 
foretold.” 

“Excellent,” Darth Vader said. “You shall be well re- 
warded for your vigilance.” 

“Thank you, Lord Vader,” the harbormaster said. 
“Would you like me to warn the fleets?” 

“No, thank you,” Darth Vader said. “I have the matter 
well in hand. The Rebels will not get far.” 


Solo, Luke, Leia, and Chewbacca all tumbled into their 
bunks and finally got a few hours of much-needed sleep. 
The Millennium Falcon sped toward Cheeyoom Matee. 
According to the encrypted information stored in the ship’s 
database, Cheeyoom Matee was the nearest Rebel outpost. 
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A melodious — almost soothing — alarm sounded 
thirty minutes before their arrival at the outpost. 

As they approached Cheeyoom Matee, the base com- 
mander notified them that he wanted to debrief them right 
away. 

Moments later they landed, and a number of heavily 
armed Rebel soldiers escorted them to the debriefing 
room. 

Leia wondered why the men were wearing full armor 
and carrying so many heavy weapons. She asked one of the 
escorts, “What’s going on?” 

The fellow, an old soldier with deep scars on his face, 
smiled reassuringly. “Just a drill — third one this week. 
Nothing to worry about.” 

She nodded. She knew the base commander. He was a 
very efficient man. Being on the Rebel base made her feel 
comfortable. 

She chatted happily with her friends for the first time in 
weeks. Even Chewbacca was in high spirits. 

The base commander smiled as he invited them to sit. 
He was an elderly man, tired-looking, wearing a dark cloak 
with a deep hood. He remained smiling for the few mo- 
ments it took them to turn all their attention to him. Then 
his smile turned to a sad little frown, as if he could no 
longer fake it. “'m sorry to have to disappoint you, but we 
have a severe problem,” he said in a very somber, serious 
tone. 

“What do you mean?” Solo asked. 

“There will be no debriefing,” the commander said as he 
rose to his feet. “Not here anyway.” 

“Where then?” Leia said. 
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“We'll complete your debriefing on Merakai.” 

The Rebels looked at one another, bewildered. “But 
that system is controlled by the Empire,” Luke said. 

“That’s right.” The commander nodded to the soldiers 
around the room. The soldiers raised their blasters so 
quickly that Solo and his friends didn’t have time to react. 
With the guns to their heads, Solo and his friends had no 
choice but to surrender and let the soldiers take their 
weapons. 

“There’s an Imperial prison on Merakai,” the comman- 
der continued. “I fear that it is filled with torturers who 
look forward to meeting you. I’m sorry.” 

With those words, the commander removed his cloak to 
reveal an Imperial uniform. In seconds, twenty stormtroop- 
ers rushed into the room, keeping their weapons trained on 
the Rebels. 

The man who had once been the Rebel outpost com- 
mander merely frowned as Solo and the others were cuffed 
and shackled. 

“Why?” Leia asked. “Why did you betray us? You were a 
friend to my father!” 

“It’s obvious, isn’t it?” Solo said. “The Empire is proba- 
bly paying him a mighty big reward for the people who 
blew up the Death Star.” 

“Is that it?” Leia asked. “You’re doing this just for the 
money?” 

The fellow hung his head in shame. 

But he wouldn't let them go. 

The Rebels were in big trouble. 


NEXT MISSION: IMPERIAL JAILBREAK 
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| May the Force 
be with you. 


